The judges for Game Chef 2014 were Lillian Cohen-Moore, Jonathan Walton, Feiya Cook, and Avery Mcdaldno. This is the feedback they have for The Stuff of Dreams and Nightmares. Each entry received (anonymized) feedback from 2-4 of the judges.

Positive Feedback
-----------------
The tangible Stuff is fun and flipping two coins at the same time is a nice touch. The constellations on the star maps are nice imagery.

Very excited about play-doh wildlings and personal star maps. I like how stuff gets placed on verbs and nouns as they come into the story. The components of this game are compelling!

Things that are great about this game: building monsters out of Playdoh, swapping heads and bodies and legs, having cool imaginary constellation charts, slowly destroying the monsters one body part at a time, having abstract word maps of the dreamworld, and a bunch of other things. The concepts here are great.

Critical Feedback
-----------------
I had a bit of a difficult time keeping what portion of the Stuff is for what and when and where Stuff should be placed. It was also particularly nebulous how much Stuff to put down. Not super clear on what happens when a player “wins”, do they take a passive role for everyone else’s dream/nightmare?

Unclear on how play proceeds, especially on personal stars and how/why coin flips happen. Examples would have been great, as would another illustrated diagram.

I’m a bit confused about the tone of the game, particularly with kids in mind. It seems tailormade to be an all-ages game, but players can still be effectively removed from the game or lose completely, which seems like not much fun, especially for kids. Does it really need the competitive elements where a possible result is something not fun? Those results don’t seem likely, but I wonder if they are needed at all. Seems like setbacks that still move you towards the endgame or complicate things without removing you from the game might be better.